Consumers of Catan (v. 3.5)

Objective: "Consumption points" replace "Victory Points" as the object of the game. On your turn, you may turn in one resource card of each of the 5 types to earn 1 "consumption point" (CP).  No CPs are awarded for settlements, cities, Longest Road, or Largest Army.  Development cards awarding one "Victory Point" are instead worth 5 consumption points. (If possible, set up an incentive system that rewards the amount of CPs accumulated rather than only rewarding the "winner" who first reaches 10 (or ends up with the most).  For instance, award extra credit points based on number of CPs accumulated, or have all players contribute money to a pot before the start of the game, so that CPs may be exchanged for money at the end (with the remainder given to charity, say), or treat CPs like "tickets" at a carnival or Chuck E. Cheese with prizes that are each priced in terms of CPs.)

Economics: This makes the optimal tradeoff between consumption and investment central to the game, unlike in the original rules in which investment is done for its own sake (i.e. direct victory points).

(optional) Random Game Ending: Instead of ending when a certain number of points are earned, the game ends at a random time.  Recommended method: use non-identical dice (e.g. one white, one dark). Before rolling the dice each turn, the player first does a "game ending" dice role that does not affect the game in any way except: if the "second" dice roll (that does count for the game) is exactly the same as the game ending roll (e.g. the white dies show the same number and the dark dies show the same number - just having the same sum or the same two numbers is not enough), the game ends. The current player who rolled the identical roll does not get to finish their turn. (In other words, there is a 1/36 chance of the game ending after each turn.  FYI: the average game length is 36 rounds, and at any given point, the average number of remaining turns is 36.  Around 1/20 games will last longer than 100 turns.  The game may also end by mutual agreement of all players.)  If the second dice roll is not exactly the same as the first, play continues using the second dice roll as the "real" roll - determining which land hexes produce that turn.

Economics: This induces a constant time preference. For the recommended method, 0.03 is the discount rate. You can see how changing this rate affects game play.

(optional) Money

Equipment: In addition to the standard edition of Settlers of Catan, you'll need "Monopoly" money, and lots of post-it notes for marking prices.  (Note: the smallest denomination of currency $1 may never be divided - every price (or tax or stock dividend) must be a factor of that lowest denomination.)

Set-up: Each player begins the game with $100.

Selling resources: During your turn, mark each resource card you wish to put for sale with your reserve price.  You may no longer use that resource - it remains for sale until it is sold, though you may change the reserve price whenever it is your turn. Accordingly, it is no longer considered "in your hand" for purposes of the robber.

Buying resources: On your turn, you may buy any resource for sale.  If anyone else is willing to buy it for higher than the posted price, they may bid a higher price (typically the current price plus 1), and an English auction ensues. (If the auction price reaches a government price ceiling and more than one buyer wants to buy it at that price, the original buyer or the buyer closest on her left (clockwise) gets the good.)

Trade: There are no 4:1 trades with the “outside world” and no ports.  (See International Trade option below.)

Economics: This is the equivalent of a cash-in-advance model of money demand. The distinction between money and real goods is clear, and you can think about real vs. nominal prices, price indices and GDP measurement. Money also adds divisibility that facilitates the additional options on the following page.

(optional) Stocks: During your turn, you may create a stock certificate and then put it for sale. A stock certificate specifies a certain unit of land, a dividend amount 'd', and the issuer of the stock - whenever that land produces its resource for the issuer, the issuer must pay 'd' to the holder. If the issuer does not have enough money available to pay all stock holders, stock holders are paid in the order in which the certificates were issued (mark that on each certificate). Stock may be subsequently resold just as a resource, with the only difference being that the stock pays off for the holder even while it is up for sale.

(optional) Government Player: The government player may not earn consumption points, but instead seeks to maximize total consumption of the other players (or an alternative social welfare function). This player does not place settlements at the start of the game.  Instead, the government player may specify at the start (before initial settlement placement) a system of production, property, or sales specific ($/unit) taxes, a system of welfare payments (which may depend only on a player's production or property - i.e. they may not single out players by name), and a price floor and/or ceiling for each good (if desired). These policies are fixed from the start of the game and may not change. After the start of the game, the govt. player plays like any other with the following exceptions: the government may build roads anywhere (even unconnected to any other roads), and any player (including the government) may build settlements on government-built roads. The government may also sell bonds, which specify a maturity time (number of turns) and a payout amount, in money.  Players may subsequently trade bonds until they pay out. The government does not have any fixed amount of money but rather creates or destroys money at will.

(optional) International Trade:  In a game with more than one “country” (whether delineated by different islands or some other boundaries),  each country has a distinct currency. Each player is assigned to a home country and may only build there – and play proceeds in each country independently (i.e. The players in one country need not wait for foreign players to take their turns – except during trading voyages – but just take turns among themselves.)  Trading Voyages: A player with a settlement or city on a border or port may forgo his normal building and trading phase to make a "trading voyage" to another country to purchase foreign resources, stocks, or bonds. Only the foreign currency may be used to buy that country's goods, so a player must first either exchange currencies during a voyage (at any agreed exchange rate with any player in that country) or use foreign currency from previous foreign sales of goods (put up for sale during a previous voyage – goods may be taken from either the player's hand or from the goods for sale in other countries to put them up for sale during a trading voyage to that country.  The prices on goods for sale in another country may only be changed during a voyage to that country).  Normal play in the destination country pauses at the end of that country's current turn for the voyage transactions to take place.

(optional) Labor: Each player is allocated 10 “leisure” time units each turn which he may use to operate settlements (limit of 1 per settlement produces 1 resource) or cities (1 labor unit yields single production like a settlement, 2 units yield double production, 4 units produces triple, 8 units produces 4x and so on).  Settlements and cities do not produce at all if no labor is currently allocated to them.  Allocating time: During a player's turn, he may assign units of time to his own settlements and cities, and/or she may assign some to posted wages (which the employer must pay immediately) – as with other sales, any other interested player may bid a lower wage, starting an English auction for the position, but the player is not paid the wage and assigned to the position until that player's next turn. These units of time remain "employed" until after she rolls the dice on her next turn.  She also may choose to consume time as leisure - two time units may be “consumed” with 4 distinct resource cards to earn a consumption point.  Posting Job Offers: At the end of a player's turn, he may post job vacancies along with a wage.  (If he has other player's units of labor already 'employed,' he may announce what the new wage offer will be once those jobs become vacant again during those players' turns.) The term of a job is one round, starting when a player accepts the job offer on their turn and ending after that player rolls the dice on their next turn.  

